
Bicycles & Drones
Two mini-expansions for Tulip Season. Requires the base game.

Bicycles
See the beautiful tulip fields and score points for having a 
long and lovely ride.

Whenever a player places a flower tile and does not add a 
windmill to it, they must move their bicycle. The first "move" 
is always adding the bicycle to the edge of the tile just 
placed. Bicycles move along tile edges, one edge per move. 
They may move forward, left, or right, but cannot move 
backwards. A bicycle can share an edge with another player’s 
bicycle.

At the end of the game, each player scores 1 point for each 
move their bike must take to travel to the nearest windmill of 
their colour.

Setup
Each player takes a bicycle and a drone token in their player 
colour. 

In this example, the blue bicycle is 5 moves away from the nearest 
blue windmill, scoring 5 points for the blue player.
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Drones
Drone photography of the fields at Keukenhof creates some 
of the most stunning photos of each tulip season.

Once per game when a player places a flower tile and does 
not add a windmill to it, that player may place their drone 
straddling the centerline of the two fields on the tile just 
placed.

On the turn you place your drone, do not move your bicycle.

At the end of the game look at each tulip field on the tile 
containing the drone and on the 8 surrounding tiles. Score 1 
point for each field matching one of the colors on the tile the 
drone occupies.
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In this example, the orange drone is looking for pink and purple fields 
and scores 7 points at the end of the game.
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